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InlMuhlLlimi 


Hi! We hope you have enjoyed |>l lying Quest for Glory II. Trial by Fire. This is 
The second game in the Quest for Glory role-playing adventure series, and begins 
just after "So You Warn To Be A Hero" ends. The four game series is designed to 
lake place over ihc course of four seasons, In Trial by Fire, ii i s summer,, and your 
character is in a desert region (not the best time of year to be in ShapeLr. by all 
accounts). 

The Quest for Glory scries is set in a world full of magic, wonder, and humor. The 
people you meet have unique personalities, and you will need to lake this into 
account when talking to them. Some of the answers you gel to questions will be 
useful, other answers may be less useful or even incorrect. It all depends on to 
whom you are talking. The major enjoyment of this game comes from exploring 
new places and making new friends. By talking and asking questions of people as 
you go along, you will Icam about the world and the problems you face. You will 
even (cam solutions to many of the problems. It is up to you to pul alt this 
information together to win the game. 

Quest for Glory is a role-playing game in chat it allows you to choose the type of 
character you wish to play. This affects how the game is played, and what goes on 
in the course of the game Your character will develop as you use his/her skills, 
und .some puzzles require the character To have practiced and improved his skills 
to salve them. There is combat in this game, but it plays a much smaller role than 
in most computer role-playing games. Instead, the emphasis is on character 
interaction and puzzle-solving. 

Him to use this Hinl Rook land still have funi 

The hints in this book are just that, hints, not answers. Much of the fun of playing 
any adventure or role-playing game is ihai flash of insight when you suddenly 
come up with the answer to a difficult puzzle. So you should only look at a hint 
m this book if you are really stuck, and totally out of ideas. Try not to look at any 
hints other than the one you need now. 

In particular, try not to look at the lists of Puzzle Points and Inventory Items, or at 
the walk-through, unless you are totally at a dead-end, and not having fun anymore! 
They will allow you to squeeze the last few points from the game, but they ore mi 
nearly as fun as figuring out the answers for yourself, 


l 


Quest for Glory contains a number of arcade-like " sequences that may at first 
seem to require dexterity on the part of the pUycrio solve. Most of these sequences 
are actually based more on your character s skill level than on your dcxccriiy 
i although proper action on your pan can make a big difference as wdl! l Don't be 
Li raid to fail at them - practice makes perfect. The menu also has an option for 
setting the 'Arcade Difficulty Level." If you don’t like arcade challenges, set this 
to Easiest;' your score will not be affected. 

Thank you very much for buying and enjoying our game. We were absolutely 
thrilled when the players or Quest for Glory t So You W ant To Be A Hero voted 
m make it Computer Gaming World’s "1990 Adventure Game of the Year," and 
we continue to be delighted every time a player tells us how much they enjoyed 
nur games. We hope that you will find Quest for Glory It: Trial Bv Ftre an even 
more enjoyable experience than the first game. (Of course, if you haven't yet 

played So You Want To Be A Hem, what are you waiting for? We think vou'll Jove 
it!) 7 

Remember, your opinion matters a lot to us. Sierra has sold over IfKJ.OtM) copies 
■ n Quest for Glory l. but we’ve seen letters from less than a hundred of you We 
and we tare, when you write to tell us of your game experiences (good and 
hadi f n addition, please make sure you return your Quest for Glory II product 
warranty card, if you haven’t already. This will put you on the mailing list for the 
Sierra News Magazine, and make you eligible for a number of contests and 
hcnertis from time to lime. More importantly, it's the best way we have of finding 
OUI who our players are. The decisions this year to move primarily to VGA games 
,md high-density disks were heavily based on marketing surveys sent to players 
who returned their warranty cards. We really want to cover the needs of all our 
players (especially you) as best a* possible, but we can’t count your vote if we 
don’t know you're out there! 

In the meantime, enjoy Quest for Glory It Trial Bs Fire, and we very much hope 
to see you again in the Summer of 1992 with Quest for Glory III Shadow s of 
Darkness. We will be paying a visit to an area strangely reminiscent of Old 
[ fansyIvania. and continuing the saga (and the development of your character) 
begun in the first two games 

Welcome to the world of “Quest for Glory " 









If you have never played a faerf for Ghry game before, then you are in for 
something completely different. This game is a combination adventure and 
compu ter role- playing game with a large dose of fantasy gaming, There are puzzles 
to solve, monsters to defeat, and situations where what you do depends upon the 
type of character you are playing. First, you design the type of character you wish 
to play, with magic, fighting, and dex (only skills id choose from. You are the Hero, 
out to save the world relying upon only your wits and skills to survive and succeed. 
In "So Tow IrVimf 7b Be A Heraf your skills were needed in ihe Alpine valley of 
Spiel burg, In the second episode of the "Quest Far Glory" series. Trial by Fir?" 
you are needed in t he land of Shaped, a place of golden desert smuts and tout'less 
magic . 


How pi Get Started 

First, read "What is Quest for Glory" (page 2) in your Technical Manual. Deter¬ 
mine the type of character you'd like to play. The Fighter is ihe best character to 
choose when first starting out. H»> primary skills are Weapon L'se r Parry, and 
Dodge. Read the Set!km on ' Creating a Character" (page 2), "The Fighter" (page 
3) and ''Assigning Skill Points" (page 4) in your Technical Manual. 

Select llie Fighter character from ihe Create Character screen by pressing the 
[Enter] key when ihe word Fighier is highlighted, or by poiming io the word 
Fighter with your mouse and clicking. Now lype a name for your character. Then 
use the |Tub| i o highlight the word "Strength." Use your Right: Arrow key to 
increase the amount of Strength. Then do the same for Vitality, Weapon Use, Parry, 
and Dtxlgr. These are the allribulcs and skills critical for ihe Fighter character. Use 
ihe remaining points available wherever you wish, but remember, nlI the attributes 
contribute to your character s skills in some manner When you have assigned all 
your points, press (Enter], and you will begin ihe game. 


How m Play a Fighter 




How In Play a Thief 



How tn Play u Mixed Character 
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To create a Fighter. odd more paint* to your Strength amt Vitality, as well as 
to your fighting vkills. 

Rl-.lJ thii* section* in * our bimu’i Adventurer A Correspondence School 
Advanced Adventuring Manual on "Advanced Fighting' (page h and 'The 
Land bfStiapcir 1 (jmge 13)„ 

A Fighter needs a daily regimen of exercise to build up his abilities, so practice 


frequently w ith Uhuia ui the Guild Hall. 


talL to Uhura and Rakcesh about monsters. 

Talk to the guard at 1 he city gate about desen survival. 

The Fighter should seek hue monsters in the desert to hone his fighting drills, 
once he is properly prepared for desert travel, 

Lquip your Fighter with the finest available sword m increase his chances at 
survival, 

Arm Wrestling with Isvur will help increase your Fighter's strength. 


To create a Magic User, add mote points to your character's Intelligence and 
Agility, as well as to your Magic skill.. 

Read the sections in your Famous Adventurer's Correspondence School 
Advanced Adventuring Manual on Advanced Magic Using." "Basic Spell 
Usage’ urn! Advanced Spell Usage." 

Visit the Migic Shop to gain new spells and information about magic. 

1 ;dk to the Enchantress to bam more about the magic of this land. 

Become a Wizard by Finding the "Wizard's institute oi Technocery" and 
passing i he entrance exams. 

Practice your spells out in die desen. Just be alert for wandering moftttm. 


Tv create a Tlnef, add more points to your Agility. Vitality, and Luck, as well 
as to your Stealth and L4xk Picking skills. 

Rc>id the section upon Advanced Fhicvmg Icchniques in your Famous 
Adventurer's Correspondence School Advanced Adventuring Manual. 
Make sure you are equipped with the latest m thieving technology. 

Make contact with your local Thief representative by making the "Sign,'’ and 
learn the best places to use ycnir particular talents. 

Practice your .skills wherever possible. 

Never resist j good challenge. 


You can create a character which has skills from all the other types of 
characters. This character will start out "weaker" in terms of hi* skills than 
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Tourist Guide to the People and Places In Scenic Shapdr 


hatta’s Tall Inn 
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any starlight character, but has more flexibility in how he cun handle situa¬ 
tions. However, .since 'TWdf b\, Ft to” is essentially three ganits lit one, with 
different events occurring depending upon the type off character you play, a 
multi-claSscd character will still only experience part of (he pa me, We highly 
recommend that you play through the game at least once with each of the 
three character types, 


A Paladin character is not selected at ihe beginning of the game. Instead, your 
character becomes is Paladin thnatch his actions. Any character ty pe can 
become i Paladin, but a Thief that tries to become a Paladin will not he an 
effective Thiel 

To become a Paladin, you must concentrate on doing things honorably, 
Read^hc section on Paladins under ’Combat Careers" (page 4} in 
f amous AdvenitJirer'i Correspondence School Manual, but remember, it is a 
bit biased. 

Talk to Rakccsh and Omar about Paladins and Heroes 

Do good deeds whenever and whenever you can. ami never attack an unarmed] 

opjxmcnt. 

Always choose the most honorable way to do something. 

Courtesy counts. 


Save your game frequently. 

Read your manuals. You'd be surprised; how much valuable information is 
contained m them. 

Don't pick Lip everything, you see. Just get w hat yon need. 

Try to think as your character would think. When you lace a puzzle, try to 
solve it with your character’s skills. Every puzzle you need to solve i$ solvable 
with the skills you’ve clhiseut another character may have a different solu¬ 
tion |. 

Cheek your character sheet frequently [control SI, Skills which have changed 
w ill show up in red. Make Mire your Health points and Stamina points do not 
get too low. 


Ask questions of everyone you nicer. Read page 24 m your Technical Manual 
lor some things to ask about. Try lo pick up cues from what people say as to 
whal to ask next. 

Make sure you are properly equipped before you explore the desert. Talk to 

the Guard by Lie Shaperr gate, 

ft pays to listen when people tell yuu something. 

The caravan toRuscir leaves on day 17 of the month of the Serpent, so you'd 
better finish with everything you need to do in Sbapcir before that lime 
i rve Elementals will destroy the city if you don't deal with them soon after 
they appear. 


Read about Combat in your Technical Manual (p9). 

Save she game whenever you encounter a monster. Once you are in the 
combat screen, you will not be able Eft save. 

If you are wounded, lake a Healing Pill before entering combat 
Low .Stamina wilt affect your speed of atuii'k as well as slam subtracting from 
your Health Points. Use a Vigor Pill before you engage (Of enrage) a foe. 
Remember that some monsters are too tough m fight until your skills improve, 
so watch your Heabh Points and 1 runaway'" w henevervoirrchamcTer is badly 
damaged Bui be careful. there are some encounters you can t run aw ay from, 
A Magic User should use the Calm spell to avoid the tough encounters until 
he has gained skill with his Dazzle. Flame Dan. Force Boll, a ml Zap spells, 

E lie Thief shmjJcl throw JLingers Jt (he nmnsicr before he gels into combat, 
lust don’t let him throw his East dagger or else the Thief will be defenseless. 
Carrying too much weight, or letting your character get fired, will make 
fighting much border. Don’t carry anything more than you need. 

Laun about the Mtattn you are lighting, Talk lo Rukeesh and tihiEKi about them. 
Practice your fighting skills at the Guild Hull with Uhura. She will also give 
tips on how to handle monsters while you practice. 


Hits is die place where you will spend she night and cat most of your meals 
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If you are a ITifcf Thu racier 
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during your say in Shape i r, You can gain, a lot o f information he re, if you ask 
she nthi questions. 

The important people whom you will find here die your friends Shamccn, 
the Innkeeper. Shcma, his w iff and ircai keeper of the Inn; and Abdulla Doe, 
the former trader,, upon whose flying carpel you rode here. On mm tie evenings, 
the Poet Omar Will perform, 

lo older food, sit down. If you are already rented, type 'Order Pood. 1 * 

To find unit sleeping quarter*. simply follow Shemu w : hun she leaves. 

For u good lime, watch Shemak Dance. 

For a profitable experience, Hsien ia the Poet Omar, and be sure to question 
him afterwards. 

Shaineen will keep you informed about what goes tm at the Inn and some 
events in the city. Ask him about Raseir. I he* Sul tar, and guest. 

Shoos is the motherly type who will tiy to keep you more than well-fed. She 
will ah** give you warnings if there is danger, Ask Shemu about ftusdr* 
rumors, SharaL and ihc underground. 

Abdulla Dooonly spends pun of h^s lime lie die Inn. You will find him there 
on days I, 5, and 14. Ask him about the Sultan, the Astrologer, News, the 
Emir, and Rasdr For more practical roaUcrs. ask him about money and Ihfc 
Monriiy Changer. 

Umar and Ja‘afar are only present on the evenings of days 3 t 11, and 16. Mad 
a point ut showing up m time to sec them, Ask Omar about Dovish. Rjtveir. 
Pahidin, fa'a far. Rumors, Astrologer, Rakeesh, and Enchantress. 

The sooner you can buy something from Atichica, the easier litis game will 
be. Ask i ho merehanrs here about money and (be Money Changer, I f you meet 
a guard, ask him os wcl t, 

Alirhieu will try to sell you many things, but there are only two thing’s he has 
that are actually useful. He will be glad to give you directions to various 
places, but make swe you have trie >.treci map of Shaped handy *hen he; 
does, His directions are nui the easiest to follow. Neither are *vome of hi 
answers to other questions, but they arc amusing. Ask turn about Kaitai 
Weather, iouvenire, and Elemental* 


Lisha the Flower merchant will gladly sell you flowers. Ask her about 
Musician, snake, and Situr. 

Sitar is ihc Musician and Hissa k ihe snake. Look at the musician tor a hint 
of what to do with him. 

The Beggar is Sometimes present here on days 7. 10. and 15. He is a humble 
man who relies on the gcnemuMiy of others. 


To really rlo some site seeing in Shape it, you will need both the street map 
that camc with the game and the one you can buy Irom Alkbica. First, you 
need to get some local money, though. Ask the merchants how to find the 
Money Changer. 

Yvhen wandering down the streets, type. ’Look" whenever you approach an 
intersection of streets. Phis will give you the names of the '■treeb. Now you 
cart locate your position on the street map. 

Once you have Alkbica $ map, you cun use it to go places you have visited 
previously. Simply type use rimp, use the arrow keys or your mouse la 
select die location, and press (return |; or click on it, 
buy a compass and use it when you get confused by the t wisty passages. 


The .Money Changer k located at the southern end os' Dinar Tank. Consult 
the street map ihas came with the game to find her. 

Look at her guard. 

The Money Changer is open quite late at nighi As a res nil, she sleeps late in 
the mornings. 

I he Money Changer will be overjoyed lo exchange some money with you 
(for a slight commisssiorr. of course). For a beuer deal, exchange small 
amounts at a time.. 

The Money Changer will give you. valuable informal Kin about ihc Sultan, 
Rase ir. and Ferrari. 


IE you Lippn.mil the Money Changer correctly, she cun be very useful lo you. 



YVhat to Do and Set al iht Fountain Pluaca Soiilh 



What To Do and S« At The Fountain Plaza Morth 



The Apolhecan 
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Whut lo Do and Set at the Plaza or tht Fighter East 



If ji*i are a Msgjc User or a Thief 
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Once the Money Hi anger recognizes, you as a Jjckil. ask her about [he 
Thieves* C.iu ilil, ami do her a favor. Follow her Liistrucfinns. 

Once you have done ihe favor. return here, Show her your stuff rather than 
j«M giving u to her. You can bargain for a better d-al lhai way. 

Once you have dcili with the stuff, ask her about the safe, 


111 is is where the entrance to the Apothecary is found. 

You tan fill your watefS&ira and get ado hi from the fountain 

The Food Merchants here offer tempting snacks to keep you going during a 

rough day. They will also sell rations to take along with you on your journeys* 

Aik i hem about prices, F all I'd s, dales, and sauruses. 

ti you wish to buy something, try bargaini ng for it. You may gel a better price, 

ami you will improve yourcoitimunieaiion skill, 

Omar and Ja’ufar are here during the day of the 7th to tell poetry. 

If you find a lost item here, pick it up. Then? is a clue to its owner inside. You 
can keep it, lake the money, or try to return it to the owner. ‘This is entirely 
up to you and your chancier. 

If you need to know what to do about the Waicr Elemental here, look in the 
section under Elememuk 


This is where the entrance lo the Magic Shop is found. 

You can fill your waterskins and get a drink from the fountain. 

Bargain with the Brass Merchant for ibe thine he recommends you buy. 

The Plant Merchant has something you can use against one of the Elements, 
lacsham will he happy to help you if you tell him about that Elemental. 

If you need to know whal to do about the Water Elemental here, look in the 
section under Elemental s. 


The Apothecary is a source of pills which will help your survival. 

If you need money, you can sell certain monster parts here. 

Hank Attar may he an impatient man with a fiery temperament, but be dc 



love his work. Ask him about Pil ls, Dispel Potions, components, R astir. Fire. 
Earth, the Fruit of Compassion, and the Fire and Earth Elemental s Ask him. 
for further information oil what he says, 

If um an’ a Thief - 

Harik has something you can use against the Earth Elemental. Tell him about 
IL 

You can buy an important land rather slick 1 Toot of the lode here. 


the .Magic Shop is the place for Magic I re ms and information. 

Keipon Laffin may be an airhead and overly fond of dropping names, bui he 
docs know a for about magic and fhc magical things going on around Shapeir, 
Drop in hi his store whenever you have a question. Ask him about magic, the 
Em funtress. VV IT, fhc Suftnri. the Dervish, spells, the various dr mentals, find 
anything else that has to do wills magic. 

Unless you have a very strong stomach, don't ask about fish. 

Kcitpon will give you a very subtle clue about the Air Elemental as you arc 
leaving one day. 

'tou can jJm.i gel something you can use against the Air Elemental here, if 
you know what to ask for. 

Kcapon will gladly pay for ihe Whirl of a Dervish once you get n. Seek it in 
the desert. 

If you are a Magk User - you can buy spells here. 

tf van are a Tinef ■ You can buy a very important Tool of the Trade here. 


This Is w here the entrance to [lie Weapon Shop is found. 

Both Merchants here will sell you something you will need at some point in 
ihe game. 


Unless you are cer^ strong, or play your spells at the right rime and place, 
this as best place eo get a crucial: item to use against one of the Elemental*. 
Try this only at night. 





WhiiT 1o Du and See al the II a/a or Iht Fighter West 





The Adventurer’s (Tiiild Hall 




What to Do and See al the Pfa/a of the Palace Fasl 



The Aslruloger 































The Thief will need a magic item to get the hem 
If you gel caught, Iry to tu Lk your way out of it. 



This i!i where ihe enounce to the Guild Had is found. 

You will occasionally meet Rakecsh sunning himself here. Ask him about 
Paladins, his leg. the demon, his kingdom, and power. Rnkcesh can be a big 
help sty a Fighter against the tilth Elemental„ if the Fighter asks the njriil 
question. 

f/ym are a Thief - 

You wilt meet the Challenger and his Ti.ghtn.ipe here on days 4,8 J. I, and 16 
I if you don "i beat him first). Take the challenge whenever possible, 
l ake a Healing and/or a Vigor pill if you need one before the challenge. 

If you keep (ailing, remember - practice makes perfect and is the only way 
to improve your skill. It's o.k. to fait here. 

Build up your Agility daily by practicing your Dodge with Uhura. ihe higher 
your Agility, the greater The chances al success on the tightrope. 

If you are really frustrated, set your Arcade Difficulty to the lowcsi setting 
Mcwr give tip hope. The sk ill you build xi Eighitupc walking today may save 
your life laser. 


This is (be place for a Fighter to gel a belter .sword than the one with which 
be starts out. 

The Thief can buy span: daggers here. 

This is a good place to build up the sireiigih of your character las long us you 
are willing, to pay for it) - Arm Wrestle with Issue 

An Hem chat ts crucial against the Air Elemental can be gamed here if you 
are veiy strong and can beat Limit at his own game, or use a spelt and some 
fast talking. 

If you can't outwit Isstir for [his trnpiwtam item, you'll just have to try i 
Uiltcrcnl approach outside. 
if ytm ure a Thtcf - 

The Moires Changer will give you some important information about ibis.J 


room. Follow her instruct Huts, but don’t take too long. If at first you don't 
succeed, either try using one of your Tools of the Trade to make things go a 
little caster, or gw away and iry again some other time, alter you’ve built up 
a little more strength. 


Read about the Guild Hull on page 11 m your Famous Adventurer^ Cor¬ 
respondence School Advanced Adventuring Manual. 

Study the Ques t Board for information on things that need to be done and 
how,' to make some money in the city. 

Practice Martial Arts with Uhura to increase your skills and chance of survival 
in the desert. 

Ask Uhura about monsters. Rakecsh, Remand the Sultan, 

Make a special point of sloppi ng by on days 7 , 12, ami Id, 

If you are a Fighter, slop by on days 13. 14. and 15 as well. 

Ritkcesh is hem on days 2.7. 3 2. and 16. Ask him about Paladins, his kg, the 
demon, his kingdom, and power. 

Rakeesh can be a big help to die Fighter against ihe Earth Elemental. if he 
asks the right quest bn. 


There is nothing you can afford lo purchase from these merchants, 
Fonniormatbn on how to deal with the Air Elemental. look in the Elemental 
sec tion further on m this book. 

Make a point of dropping hy hen; an Day 16, as Shema suggests. Remember 
your manners! 


Tlie only way to get into ihe Palace of the Sultan of ShapeLr is lo wm the 
game. The Hero Award* Ceremony is held there. 


Ilie Astrologer Jives at the south cod of Tank of Slurs. Use ihe street map 
that came with the game for help in gelling there. 







To pass I he Earth Challenge 



Tn pass the Water Challenge 




To pass I toe Fire t hiillenge 


Eternal Order of Fillers 
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The Astrpfogcr foretdb ihe future by reading ihc stars. Ask him about 
astrology, sign*. money, and planet. 

He will foretell your future if you are willing to tell about yourself, 


The house of The Enthuniress. is located on the small side street Silt Tarik off 
ihc east end of Shmali Tarik, IIsc the street map that came with the game for 
help in getting there. 

Always mind your manners when approaching Aziza, and answer her quev 

lions truthfully. 

If you don't know who sent you. reply. Keapon Laffin" - if you remember 
what dement (he shopkeeper of the Magic Shop acts like be has between the 
ears in his head 

To answer her riddle, think of Ihc answer in terms of tire Alphabet. 

I If you still can't answer the riddle, try Typing her name,) 

Aziza will give you important information about Magic, the Djinn. rI I is, Ihc 
various Htanaitals, contrary elements. and containers. if you are polite. 
Aziza will tell you everything you ever wanted to know about (he Plant Well, 
almost everything. 

Make a point of visiting heron day lb as she requests. 


To find WTT. you will used 10 use magic in the Sheets of Shapcir Only a user 
of magic can find and enter WIT 

If you have too much trouble finding ir. perhaps ii would help to know that 
Sabir means Scareror in Arabic. 

You will need someone 10 sponsor you m this prestigious school, so choose 
someone who knows you. 

ITtc Arch mage from Spiel burg is willing to be your sponsor. See The Siory 
Thus Far..." (page 6) in your Technical Manual. 

The Pretest is pretty ample, so test your spells and wits to solve it. Don't i 
worry if you don’t succeed til first - you are getting i ilusble practice, and cartJ 
always try' again later. 

In order inpass the Wizard's Test, you will rtccd almost all of lire avaihbSgfl 
spells.. Visit the Magic Shop first and make sure you are up to date on yonfl 


spell information (read ihe sections on Basic and Advanced Spell Usage in 
your Adventurer's Manual K While you arc in the neighborhood, some M.ina 
Pills from the Apothecary might come in bandy. Once again, the experience 
you gain ihrough practice with your spells here can save your life Liter, For 
specific answers, sec the Walk-through section m this Mini Book. 
Remember, this is u Wizard’s Test, so all of the problems have spells as their 
solutions. 


Finn make the pr totem come to you. Then try to sins above the problem. 


Take a rip from the lYe-tcst io begin. Me si. show it how bright you are. Once 
you seem to be passed the problem, re-run a spell to really rock it. 


Tn, the most logical spell lor dealing with Ice. Then hit it with something 
harder, tout you have to pick the large! where it will do some good, Once 
youAe created an opening, there on- a couple of ways to widen iL 


Once you open the problem up. you need a spell to bring down the flumes 
befetre you shut Ihc door. Finally, you’ll need to bridge the gap with some 
applied power use toe magical to direct the physical. 

Once you pass the texts. you'll be a Wizard Initiate. Your final challenge is 
to decide whether you realty want to be a hero, or if you would rather take 
the easy way out 


Don i call them, they ’ll call you - as. long as you are a Fighter. You wjE reed 
high fighting skills to become a member, so make sure you practice daily 
improving them Then check at the Guild Hall on days 13, 14, and 15 for 
further im tractions. 




JSiTiik-in M rinse 


i .r :v. i 
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Saurus Stable and {>ate in Shapeir 
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Follow the directions given in order tf* find the house (use the street map 
included in (he game box to figureout where to gen. Hirst, you 11 hiLVelti make 
a decision to trust them, but how far? Then you will have lo prove yourself 
m battle, but your opponent is armed and you "re not, so you'll need to get 
your weapon and shield first Hope you practiced your dodging s.kills ahead 
of time. Once you do gut your equipment, it will be your skills, against those 
of their best warrior. Once you down your opponent, the final decision is 
yours - w liuihcr to obey and cam the respect of the EOF. or whether to refuse 
to slay a helpless opponent arid earn the scorn of the Offiam^UtMHl you suck 
to join, 


'Ehis. room is for Thieves only - all others need m« read it. 

To find this place, you will need to sign in' with the nearest thieves' 
representative. She will be happy to give you instructions far finding this 
place, Use the street map included in the game box to figure out where to go. 
Just make sure the time is right when you get there, and that you arc fully 
equipped with the latest Tools of the Trade. Then save your game. 

Getting in is simple for one of your skills. You need |o be very, very quiet in 
here, though. Ef you make a noise, pause a bit before moving. 

Search everywhere, including under things. 

Beware nf squeaky hinges. 

When m doubt, hide, 

Nearness sometimes counts. 


You will need to buy a Sauruv if you warn to survive the desen and win the 
game. Tins means dealing with Alt Fakir on day two or so. 

To deal with Alt Fakir: if you don’t have enough cash, you can refuse to make 
a deal with him when he asks. Don't play too hard to geUhough. or he might 
give up and refuse to .sell one ro you. 

To get your very own Saurus out of the pen. type "nde saurus." 

TheSaurus understands the following commands, "mount," "dismount,' and 
"go home M 

The Saurus allows you to Iran el fuslcr in the desert. and to use Iras water. 






Hie Saunj.s you bought may seem a had bargain since he is very eow^ardlj. 
It the Saurus runs away from a monster, just defeat the monster and wander 
oui oj the mom. Once the Sand Worms clean up the mess, wander back and 
you'll find your Saunas patiently waiting for you. He follows the rule of 
always reluming totfre last place you both were together, assuming the danger 
Ls gone. 

It you can 'i find your Saunas again, jusi head hack to tow n on your Own, The 
Saunas w ill cventurally make his own way back to the stable. 

The guards at the gale know information about the desert, the caravan, 
preparations, the Dervish, .tnd the Oasis. 

The guards will gladly put yourSaurus back into sire stable after you dismount 
and re-enter ihe city. 


Keawl the desen survival section ipage J 4.1 in your Adventurer & Manual. Read 
□ bout your Saurus under the "Suurus Stable and Gate to Shape if' in the 
previous section of this Hint Book, 
lalk torhegaie guard about preparat ions. 

Buy a Tom pass from Aliehica to avoid getting turned around. At night, you 
can use the stars to orient yourself, 

Healing and Vigor pi Us from the Apothecary will help you survive monster 
encounters. 

Don’r even think, of exploring the desert w iihiuit w ater, 

Night travel saves water, but gels you a different class nf monsters to 
encounter. 

If you get lost without a Saunas, remember the mountains are both north arid 
stwch of die desert. The city of Sliapetr is in the northern mountains. 


1 he Oasis is a place to get a drink and refill your waterbags. You can also 
sleep here, but don’t stay away from the city loo Jong. 

The Dervish is five screens south from the overlook of the city of Sliapcu 
and three screens |d the east (moke a left turn since your perspective is turned 
a round on the 4th screen). 

Visit the Dervish on day 12,1 Sc has a puzzle lor you Ui solve. Ask for details 




Cagrcl Beast 
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Thirty to do in colorful Shapeir 
Monster Mashing 



Fighting (hr Jackalmen 



Fighting the Brigands 
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aboui what hr says. 

The puz/Je is five screens wirvt of the Overtook of the city of Shapeji and 
ihiee screen* south. hut only nfi-er day 12. 

The griffin nests along the cliffs west of town Et is always best lo lei sleeping 
Griffins tie. 

The Fighter needs to do some careful searching 10 uncover a fealher. 

The Thiel needs to do a fancy rape trick to gain a feather, 

The Magic User needs to use a spell Thai will lei him eel to the nesi lo find a 
leather. 


The Plant Woman can he found along the mountains several screens lo the 
easi of the city of Shape ir. 

Talk to the Enchantressabout die Plan! Woman, and A/i/j will tell you u sad 
story, She will also tell you how to help, hui you won't be able to do this 
before day 12. Follow the instructions in order, pull some magic old of your 
sack. say her name, and! the Planl Woman w ill give you n gift. Ju lunar mav 
not yel be human, bui your pan In her siory ends here, (Another will take up 
the tale ftfier Ibis game ends.i 

The first gift you give is whai anyone in the deleft needs, Then tell a bit about 
yourself. 

The second gift you give is whai \ left of an earthy situation. Then tell about 
how you got it. 

The third gift i& cuddly,, an action, not a thing. Then vas her name, 

For a good way not to w in ihis game, save here, Then throw something at the 
plant. 


The Caged Beast lies 5 sc re ens to the west of the overtook of ihe city of 
Shapeir and three screens to the south after day 1L 
The Demsh asks some important question* about tlie Caged Beast lo which 
yon must learn the answers 


Don'i show loo much piiy for ibis monster, but remember nothing survives 
long in Eh is desert without Supplies. 

1‘alk to I be Apothecary about Dispel To lions and Frail of Compassion. 

Talk lo A/izu about the Pianj Woman. 

Find two ill ihe ingredients and have Harik make you a potion, You will need 
to add the final ingredient when you get hack to the Beast. 

Distract the beast before you try loget the final ingredient. Don "r let the mouth 

gel near you. [Keep it busy doing something else, j 

Give the Dispel Potion to the Beast, and see what happens. 

For a quick way m>t to win tine game, save first, and let the creature out before 
giving him the Dispel Potion, 


Read the section* on combat in your manuals ami Hml Bonk before trying 
this ui home. 


The Jadulmen try io overwhelm you with sheer numbers rather than skill. 
They are easy lo kill, but whenever you arc low in Health Points and there 
are more monsters io tight, run away, When you defeat a Jaelcalman band, 
don't fotget io search the bodies, 


The Brigand* arc a bit iougher than the Jackal men. Be sure to search the body 
afterward, they've probably killed and nobbed levs wary travelers, 


Before you fight a Scorpion, talk lo Harik at ihc Apothecary about pills. He 
has some you will need, Practice your dodging and blocking skills wiih 
Uhura. Don’t lei that Scorpion's tail hil you. Take a pitl before combai just 
in ease. If you do defeat one, take the laij. 



KighKug the Terrursiiuru* 




The Fire Heme urn I 
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5 a in ibis Him Book, 


The Ghouls tome nui only at night. Ask Uhura, Hank, and Rokeesh about 
them. Unlike most monsters, they don't really hurt you. they just tip your 
will to live, If your Stamina guts low while righting (hem - nm ^sy Once 
a Ghoul; drains all of your Stamina, you are finished When you defeai the 
Chou], don't fotget to collect its claws. 


The Teimrsaunis is (he toughest monster in the desert Make sure you build 
up your combat skills before you try to face him. Run away if you have to. 
hui remember, the Tcrrursaimts is fast. You mlghi not escape. Take some 
Healing and Stamina Pills if you get a chance. 


Read the Section tit your Adventurer's Manual ori Elemental* 4page JOf 
fortunately, you will never meet the most pow orl ut Elemental mentioned, so 
don't be concerned about anchovy Indigestion. Talk to Aziza anti Keapcm 
lajffin ro get some basic information, There are two parr* to the tie feat of an 
Elemental; Contrary Elements and Container, There are also people in 
Shape!r who have an affinity for certain elements. Those are theories to ask 
questions about a specific Elemental, 


First talk lo Aziza about LI ementah and the Fire Elemental, Then talk to Hirik 
at the Apothecary about ihc Fire Elemental and Flame. You will need iq buy 
something from Hank in order to lure the Elemental away from the plaza 
before you can capture |L 

You wifi also need the Contrary Element and a proper container for fire, You 
can get them both in the Plan of (he Fountain, 

You need to lure the Elemental from the plaza. weaken it wilh its Contrary 
Element, and capture it in the container 

Once weakened, il wUl leap into the container if il is handy. Otherwise, ii will 
escape. 

if you are si ill stumped and need real answers: See the Walk-through. Day 


‘lalk in Aziza about the Air Elemental. Then lalk to Keapon LifTm. He will 
give \ ou a very subtle clue about a propercofitalner forair as you are leaving 
onetime 

The container hides in plain sight around ihc Weapon Shop. If you tell Issor 
about rhe Air Elemental, you can try 10 win the Hem al arm wrestling if you 
are aven strong fighicr-lypc. The Thief will probably need ip steal the item 
at night, hut you will need a magic Hem to do so. The Magic User has a couple 
of ways to pet the container. The easiest, but least ethical, is to use a spell al 
night. 

You can get the Contrary Element from someone who uses it wiib what he 
sdh in the Fountain Plaza. Or ask Keapon about it. 

To use the Contrary Element against the Air Elemental, the Fighier needs lo 
use his strength against the Air Elemental and then drop the Contrary 
Element. Hie Fighter and the Thief can both use throwing skills to gel it into 
ihe funnel. The Magic User needs lo rise above (he Air Elemental and drop 
in the Contrary Element. Then just capture it in your container. 

If you arc still slumped and need real answers; See the Walk Lhough, Day 9. 
ill this Hint Book. 


First talk to-Aziza and Flank about ihc Earth Elemental, Talk lo Rakeesh about 
Ihc tarrh Ekmcntd. You will need to wear down (he Earth Elemental with 
the Con [ran Element before you CHI capture it. 

The Container can be purchased from a merchant in the Fighter's Phiza. 

If you area Fighter, Rakecsh will be inure than happy io loan you dW Contrary 
Element you need for (he tusk. Just ask some further quesliuns about whin 
he says when he is talking about the Earth Elemental. 

If you are it Thief, talk to Hank at the Apothecary aboul Earth. You will need 
to bargain care fully for what you need, 

The Magic User is able to use one of has spells against the Earth ElcmcntaL 
but it w ill take a lot of spelts to weaken it. 

If you are still stumped and need real answers: Sec the Walk (hough, Day 12, 




The Blue Parrot Inn 
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VV hat lo See and Do a! the Raseir Plua of the Fountain. 



The Harem tiirl's House 



Raseir’s Break-in House 
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in this Hint Book 


Ask Arka about the Water Elemental and comatncfS You already have a 
.source for die ronintiy Element. js welt as a container for the Water 
Elemental. Just don’t get too dose to the Water Elemental unless you have 
these ready 

Ef you are srill I tump ed and need real answers See the Walk-though. Day 15„ 
ii> this. Hint Book. 


t>n the rooming of the -Mfcwid day of your stay, the natives are going out of 
their wuy to stage some entertainment just for you. Be surf to vkit thefar- 
scNflbem end of the Rtunttin PI a/a in Kaseir, 


Give the Harem Ctrl what she wants, but first ask about Kho ren marry, 
father, disguise. Ad Avis, Power, control Harem, and mask'. 

For an amusing way not to win, save the game before you enter the house, 
and drop your spare suit of clothes before entering. 


The only way to get to Riiseir is by caravan, and the caravan leaven Shapeir 
on day 17. Just gel a good rest the night before at the Kalla's Tail Inn, and 
you'll be cm your way m the morning, 

fJnce you have arrived in tilts quaint liTik city, remember to obey M the rules. 
You will be siirc to have a pleasant slay here. 


Signor Ferrari at the Blue Parrot Inn is a. very important man, so ii is important 
to follow his "suggestions." This will be the place you spend the night, 
assuming you stay on Ferrari's good sidk;, Ask him about Rascir, the Inn. tilt 
Emir, and rumors. 

Your room is pas! the wall behind ihe bar, huu you can only use it at nighi 
Don't worry about paying for your room there. You: wilt discover that you 
have already paid more than enough, 

When you have been introduced la Ugarte. if is best ro pay him for informa¬ 
tion. Ask him about service, water, someone expected, lackeys, fountain, and 
prophecy. 


Moke sure you cunlact Signor Fermi in ihe proper manner when talking to 
him. He will give you information about a little favor be wants you to db. 
Follow his instructions. 


If you are a Thief - contact Ferrari in the usual way to get instructions here, 
Save your game before unde ruling this risk, 

Ysni will need all your thief skills and equipment to handle this case. 
Remember the rales about being out ai isighi, and he very, very quid when 
travel tug around, 

Quickly use your magic ilem to enter before the guard; forums. 

Once inside, he very patient and don’t make any more noise than you have 
Ed. 

If you du make a noise, snip and wail a few moments before moving again, 
ETon't let the guard at the door or the identity of the house's, owner distract 
you from your goal 

Handle the hinges and the door of the cabinet in the Advanced Thief fashion. 
Then quietly sneak out ibe way vou came in. 


'ETiere are three things you must do to escape ihe dungeon ■ open the gaie. get 
your equipment, and find the secret passage our. 

lr you are a Fighter or a Maple User, use your natural skills to escape the cell. 
Ff you are a Thief, you may be in trouble because most of your equipment is 
missing, Re-read die section cm Improvisation i page 9) in your Adventurer’s 
Manual. Check your inventory or the hay near ihe katta prisoner. 

To get the Kalla k> trust you. show him the gift you got up day 16 or so from 
the Jeweler in Slupeir, If you didn't get a gift, then try your gift of gab by 




Ad Avis 



Things to Do and fee in the hiirhidtfm City 



Opening (he Door to the City 



The Air Room 



The Water Room 
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The Fire Room 




The Treasure Ron in 




Fighter's End Game 


Emir's Palace Gates 
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talking uboul your Kuna friend*. Ask him about die pm. die underground, 
cicipc. I he palace. Ruvck, capture. and equipment. 

Get yutii stuff and search Ihe room, Use your sireia_gth or a spell to open the 
%ccm passage. if the Kalla doesn't help, then escape. 


Ad Avis is a wonderful person, or so he says. Just do what be warns, and you 
will got along fine with him, if you survive. After all, you really don't have 
a choice! 


Read the section Background and History (page 1.3) in your Adventurer's 
Manual for a historical perspective to these impressive rains. 


When Ad Avis tells you to open trie door, use whai Zayishah gave yon (check 
your inventory \. 


Hub the magic item you made earl ter to sec your way around. 

You will need lo do something in the Water Room next door lo Mop ihe wind 
in this room. 


Set your Arcade Difficulty level tn your Ghitk Menu to a level appropriate 
to your own skill Save your game. To cross the water, try it near the waterfall. 
Jump on ai rbe right time, then jump (iff w hen you gel near land, 

[Ain't be sucked into thinking that s nit you need to do in this room. Both the 
Fighter and the Magic User need 10 apply Force here to stop the wind in the 
Air Room each in his own way The Thiel needs to use his powers of 
observation and his Thieves Tools frock picks?"). 

Then climb the rocks to the left of the waterfall and cross back through the 
Air Room and into the Fire Room. 


Stop a few seconds and observe what goes on here, 

Itiing water on yourself, timing the fire geysers carefully, and moving 
quickly but cautiously through this room will greatly improve your chance 
of survival. 


As you enter here, it is wise to take a Healing Pill after the Fire Room, 

A Thief uses his rope to get down off the ledge. 

A Magic User uses an up and down sort of spell {but you have to lime it right!. 
The Fighter just has to be Macho, 

To open the door, you will need to say the mime of the one who hound Iblis. 
i Read the Land of Shape tr Background and History Section (page 13) in your 
Adventurer's Manual.} 


For ti good way not to win the game, save first and check out the various 
treasures about the the room for interesting ways to die. 

Otherwise, just pass cm through. 


After Ad Avis leaves, use your lump to explore the rest of the room, There is 
another magic item hidden here. 

Ask the Dfinni about wishes, master, prophecy, nng. prowess, health, and 
tide port Make your wishes. The last wish should be the "Wish to Teleport"., 
so you can escape the Forbidden City, 


The Fighter has no opr ton but to fight the guards tuid force the door to get 
into the palace. Do it quickly before more guards amve. 


Antechamber 



Emir's Palace Gales 


Antechamber 



Ritual Chamber 
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Thief's End Game 
Emir\ Palace Gates 



Outside the Ritual < ham her 
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Once in the Antechamber, listen and wail until ifre guard leave*. Then jump 
down from the balcony lor slide down the rope k and challenge Khaveen lo a 
duel. 

Never give up, but you will need to be a very skilled Fighter to defeat 
Khavccn. 

Get your weapon while you can. 

Save your game. 

then head lor ihe door to the Ritual Chamber. You will take some damage 
from [his door, so be prepared. 

You have no time to waste in this mom 

Avoid combat with the living statue. Remember your EOF test. 

K ick over a candle. 

Move roihe lefi of the .screen and nin towards Ad Avi s before he cun cast too 
many spell s. 

Don'! let a 1 title fire slop you From yetting to Ad Avis. 


The Magic User must Dazife" ihu: gu.’Lrds. and then “Open" the palace pies 
to enter. 


After the guard leaves, allow Khaveen |n rejav w ith a spell 
When Khav een is oul of the way, use a spelt to get down. 

Prepare yourself w i th a spell to face Ad Avis. Save your game.. 

Use Magic lo open ihc door to the Ruual Chamber anti then go in. 

You have no time to waste here. 

Cast a spell lo stop the living statue (remember ilie WIT Earth Challenge?} 
Cast a spell al one of the unlit candles so keep Ad Avis from lighting ii. 


Now you have made Ad Avis really mad. If you are protected. Ad Avis will 
not be able lo cast a spell directly at you, but unfortunately, he has the same 
spell (remember (be spell description in your Adventurer's manual?). 

You will need to use an indirect spell against him in an indirect way before 
he figures oul how to get you. 

Move u bit left, then cast a spell which can bounce nff the wall and knock the 
brewer into Ad Avis lo defeat him. (Remember the WIT Water Challenge?) 


First, Sneak in the shadows up to the wall, 

Wait until the Eunuch guard is not going to spy you. 
Use your rope Hi get up the wall, 

Cio off ihe side with the sign, from the Servant Woman, 


Enjoy the show, bm when it’s time to go ■ go I 

Timing is esseruia! in this room. Save your game just in rise, 

Firs t, hide behind the Fish Fountain and let the I larem Girl dastpuc! the one 
guard, 

Keep your eye on the roving guard, and he ready lo move before he can sec 
you, 

Hide behind the table until the roving guard is out of die room. 

Quickly sneak (o the door outside. 

Sa ve your Game, 

You w ill first need to use your rope and all your balancing skills to get over 
to Ad Avis, 

Throw something at one of the candles to stop the niual .Care fully avoid the 
spelts Ad Avis is throwing at you. 


f’uz/le Points 


VVARMXCJ: Di> not read this .section until you have finished the name. It 
eon tains specific information (hat will spoil the game for vou. 



Points that ah character types can get t400 total i 


C-itj of Sbapvir Oil lolall 
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Move bcioss to ihc rig hi pi]tar to get a direct line of sighi at Ad Avia, and 
ihruw everything you've got at him. 


Fach character cte can gel up in 500 Puzzle Points, with the exception ol 
a Fighter or Magic Uj*ct who becomes, a Paladin (either can gel up to 550 
Puttie Points). A TWef/PalJdm can only gel 50* < Puatc Points. since many 
Thief activities make it impossible to become a Paladin, 


VPbal 

W here 

i# nf Pfiints 

Change Spidbury Money 

Monev Changer 

7 

Buy Compass 

Gale Pla/a i AlkhivaJ 

7 

Buy Map 

Gale Plaza i Alidiicu) 

7 

Sico Log Book 

Guildhall 

3 

Give Money to Beggar 

Gate l>r Fountain Pla/jt 

3 

Find Astrologer 

AvtrabgerlAhjl 

s 

Have Fortune Told 

Astrologer (Abu) 

Saunas Lot (Town Gales j 

5 

Buy Saufus/Ernir 

7 

Ask Hank About Earth 

Apothecary 

3 

A4; Harik About Fire 

Apothecary 

3 

Buy Incense 

Apothecary i Hank) 

7 

Get Dispel Potion 

Buy Brave Lamp 

Apothecary|Hank5 
Fountain Pkun (TasJitanJ 

7 

7 

Cajilurc Fire Elemental 

Gate Plaza/Stroel 

70 

Get Fire Reward 

Guildhall (Rakeesht 

3 

Ask Kopon Aboui Air 

Magic Slop 

5 

Get Bellows 

Weapon Shop or PI am 

7 

Capture Air F.lemenial 

Palace FWa 

70 

Get Air Reward 

Kalla's Tnil Inn (Omari 

? 

Buy Cloth Bag 

Fighter’s Plaza (Kironn 

7 

Capture Earth Elemental 

Shape n Sireeth 

20 

Sol sc Ajtim A Kkidles 

Gncnuttw 

7 

A si, Aziza About Tree 

Encliinireu 

7 

Vi^it Ai tra with Sauries 

Enchantress (Day Ifu 

7 

Capture Wurer Elemental 

Founiiiin Pla«i 

20 

Get Fjrth/WaJer Kcssaol 

Katta's Tail Inn (Omar) 

6 

Listen in Omar’s Pbelry 

KT1 or FmmCtin Pti/a 

3 


Receive Gib of Pin 


Palace fla/a (SlUhaiUn) 


5 


w hat Where #irf Points 

rind QnlTw Griffin's Lair (Desen) 3- 

Get Griilin feather' Griffin's Laar (Desem 7 

Water Tree Tree Woman (Desert > 7 

Tell Tree About Self Tree Woman (Desert} 5 

G ive Mfgie Earth Tree Woman (Desert i 

Te LI Tree About Earth Trw Woman i, Desert i 

Hug a Tree Tree Woman (Deserij S 

Tyll Tree Her Name Tree Wtsman (Desert j 5 

Gel Magic Fruit Tree Wtjruin (Dent) 7 

Get Dervish's, Beard Oasis 5 

Asfc Dervish About Bem Oasis 5 

Find Caged Rmisi Caged Beast (Desert i 5 

Feed Caged Beast Caged Beast (Desert) 5 

Dispel Enchantment Caged Bets! (DesertI 15 


W'bal Where #■ of Points 

Give Spare C lothes Harem Girl's House (Zayiiltab) 

Give V isa Harem Girl's House t£ayisluth) 

win Sharafs Tf»J Rase ir Jail (ShamO " 7 

Escape front Prison Rnseir Jail 7 

Use Mirror in Open l>sor Outside Forbidden City 5 

Block Airflow Forbidden City (Wjier'i 

Survive Water Room Forbidden City t Winer j 7 

.Survive Pure Room Forbidden City (Fine) 7 

Sl&vjve Earth Room Forbidden City t Earth t 7 

Piss Su(c irnan \ Door Forbidden City f Earth l 

Survive Treasure Room Forbidden Citv 5 

Get Djjinm Ring Tomb of IWis" 7 

Ask Diinni About Wishes Tomb oF Ihlis 

Complete the Game End Ceremony 2fl 


W hm Where ft oN'uinls 

Buy Poison Cure Pbciun Apothecary (Hank) 

Defeat a Brigand Dcsen " 3 

Defeat a Jackutrnan Sand Desmt 3 

Defeat a Ghoul Deceit 3 

Gel Ghoul Claws Desert 5 

Defeat a Scorpion Desert 

Get Scorpion Taj] Desert 5 
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Bomi* fhj/zfc Points fur Paladins (awarded at the End Ceremony, $0 lolal} 




S pel Is anti Where lo Find Them 

tf you Marl the game with any sktIB in Magic. you arc provided with all of the 
spdh frtim Quest lor Glory I; So You Want To Be A Hero that you can't 
otherwise obtain in Quest for Glory II. Your initial Skill level in these spell* 
w ill be the same as your Magic Skill Just to be fair, characters imported from 
Quest lor Glory I that may have missed a spell or two will likewise be granted 
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Defeat .1 Terror Saimi* 
Ahk Afrupl Monster, 
Practice aiih Churn 
Ask About Pal adins 
Borrow SouHbrge 
Practice wills Rakcesh 
Win. Arm-Wrestling 
Join Ibv EOF 
Enter Emir's Palace 
Defeat Khaveen 
Orteiit Ad Avis 


WSlJil 

Find WIT mugm arrows 
FanVEidcr WrT 
Pass WIT Prv-lest 
Pass WIT Air lest 
P-w Wn &uih tess 
Pass W[T Water less 
Pass W IT Hie test 
Refuse to go 10 school 
Survive AnLcc ham her 
Defeat Ad Avis 


Whal 

Make Thieves’ > i tui 
Fence stolen goons 
Buy oil 

B uy Pmv di;r of Born ing 

Buy magic nope 

Break in to house 

Use oil on cabinet lunges 

Stall silver lee set 

Steal howl 

SleaS Dinars 

Steal Stiver Dagger 

Break in to Iswur s 

Steal Issur’s money 

Win i gh trope challenge 

Make Tli be ves ’ sign to Ferrari 

Bieak in tti Khavccn's bouse 

Use oil nit cdtiinei liinaes 


[Wert 

Guildhall .Riura. 

Guildhall 

GmldhuWPta/a (HUikecsK> 

Gu-ildhaLl/Flaza (Day I2JI3) 

Guildhall (Day 16 1 
Weapon Shnn'i Ksur i 

EOF^Hou*c(Da> 151 7 

Palace (Endgame j 5 

PaLact (Endgame} 1? 

RilvaJ ChamK-rt Endgame i 3 5 


Where # of Robots 

Sh-ipeir si reals 

w r rr ii 

wit ? 

WIT 7 

wrr 

wit 7 

WTT 15 

wrr 

Pal&Ct (Endgame) 

Helii.il Chamber r Endgame. 


Where # of Points 

Money Changer 

Money Changer 

Apothecary 

Apothecary 

Magic Shop 

Shspeir Breakin House 

Shjpeir Bieakin House 

Shapeir Breakin House 3 

Shape i r Breakjn House 

Shapeir Bn; akin House 

Shapcir Babkin House 

Weapon Shop 

Weapon Shop 3 

Fighters' Ffoza 5 

Blue Parrot Inti 
Khaswo'i House 
Khav«m\ House 


Steal the block bird 
Give bud jo Ferrari 
Make ii into the Harem 
Make it pasi Eunuch guards 
Cre ate tightrope 
Defeat Ad Avis 


Kfraveens House 
Blue PiutcH bin 
Palace Harem (Endgame] 
Funwch Room (Endgame) 
Palace Tightrope l Endgame) 
Piitace Tightrope I Endgame) 


5 

3 

3 

5 

3 
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Whai 

Give metre thwn once to Beggar 
Impress A/t/ji with manneiv' 
Return Rakee>h'i swnnJ 
Return Omar's Jost nurse 
Refuse to bill EOF fighter 
Let Khavceri get sw ord 
cur use Calm spell on (Qutvccn i 
Qualify as Paladin 
Be Officially Recognized 
Attack Griffin (negamcr 


Where 

Gale or Fountain Pta/a 

Enchantress 

□ilikttall 

Kaita's Tail Inn (Omari 
EOF House 
Antechamber 
; Antechamber i 
Endgame 
F-nJ Ceremony 


? of Point* 

5 

3 

5 

7 

7 

(7) 

6 
10 

-U) 


Griffin's Lair iDesert) 

]n iwidtiiLin, Magic ISers and Thieves who manage to qualify as Paladins receive an 
eetra 12 Paula, since they don't get the opportumfy to mum Rakctsfr 's sword or 
spare ihe EOJ fighler\ life ■ besides, it made ih: number* add up nkelyH. 


I, Y r mu muxt have an Honor score of ui least 75. 

2 Y"«u nwvt have at Jeam 25 Pafitifin Puzzle Points 

3 Voti muM not have done any of (he following disbunoniHe acts: 
&- Break into Khaveen'% house. 

h. Break into Shupeir break in house. 

C, Steal money front Omar's purse, 
d. Kill EOF Fighter, 
c. Kill Kfraveert w frert he\ helpless, 
f. Try to keep Rakeesh s sword. 


* 




[hot*- vpcllv 



NOTE: The more weight you earn,, (he taster you tire, the more slowly you 
heal, and the worse you fight. Ii is rot u good idea 10 pick up items unless 
you have u specific use for them, i,Of course, you don't want lo drop 'special" 
items like Essences of Elemental tliai you may need later in. the game, either!) 
WARNING: Don't read this until after you've completed the game, or if you 
are really siuck- The items anti their descriptions contain hints that may spoil 
the game for you. 
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LfeiL'ci Magic 
Trigger 
Force BoIl 
Dazzle 
Levitate 

When you suaxs$fully complete the WIT entrance exnminntion. Enanus 
will give you ;i graduation (tift erf the Reversal spell. 


Item 

Where In Find It 

Pieces oF Paper 

Actually, ] don't think you get any of these! 

Leather Armor 

Start of C ame for Magic L-scrs and Thieve* only 

Qminmail Armor 

Sum n f Game for Fighters only 

Shield 

Start of Game for FigfoleJv only 

Luck Pick’s 

Start of Game for notlThieves with Pick Lock skill 

Thiev es Tool Kit 

Start of Game for Thieves 

Thieves Guild License 

Start of Game for Thieves 

Gold Coins 

Start of Crime i currency left over fnim 

Spclbuigi 

Bra.is Centimes 

Cheap treasure land change from men:hauls i 

Golden Dinars 

Setter Ireusure land dungs from Money 

Changer) 

Map of Shapeir 

Gale Plaza {Aikhici i 

Compass 

Gale Plaza l Alichical 

FiXmJ Rations 

Fountain Plaza (Scofce A Sloreci 

Rrtudswofd 

Sum of Game fm Figliierv only 


Fine Swnrd 

Bellowi 
Small Rocks 
Whitb of Beard 
Worthli!*!. X-Ray Glas.se s 
Magic Rope 

Pouches of incense 
CcmtmncR of Oil 
Powder oi Burning 

Healing PilK 
Wjiu Pills 

Vigor Pills 
Potion Cune PilK 
Di’ijKl Potions 
Rower Bcniqiici* 

SaiTdune Pm 

□tiffin Feather 
Scorpion Tub 
Ghoul Claims 

Soul I urge t Ram mg So. ord > 

Puts of Dirt 

Brass Lamps 

Ba_vkm 

Empty Ppts 

Fruit of Compass ion 

Waitn-kins 

Cloth Paps 

EOF Seem Memhrrship Badge 

Kascinan Visa 

Lisente of Wluc r Element uJ 

Bjmm Ring 

Hand Mirror 

Black bird i Maltese Falcon': ) 
Change Of Clothing 


Weapon Shop off Fighters' PIj/j i'E.ssur.1 
Weapcn Shop oft Fighter*' Plo/a [Iviun 
Weapon Shop off Fighters' Pliuta (Issuri 
Pick them up in the desert 
Oasis (Dervish) 

Magic Shop i k capon jalfinj 

Magic Shop of I Fountain Plaza (Kcapon - 

only if you can climb) 

Apothecary oft Fountain PUra (Hank) 
Apothecary off Fountain Pima I H&rik) 
Apothecary off Fountain Plaza i Haiik i 
(Thieves only) 

Apothecary ufT Fountain Plaza i Marik i 
Apothecary oil Fountain Plaza iHariki 
AfKnlwt irrv off Fountain Plaza 0 lari ki 
Apothecary off Fountain Plaza t.Harikj 
AjpothcCtMV oil Fountain Plica i J lank ■ 

Gate Plaza i Liihi) 

Slmpcu Palace Plica I Soshariiin flflercup- 

lunrig Wiler Elemental I 

Griffin \ ljar in ihe Desert 

Desert (have to kill the Scorpion First! i 

Desert al night ffoaVn to kill lbeCrhou.1 First!) 

Guildhall or f ighlcr's Flora tRakcesh] 

Fountain Pla/a [La.sliam) 

FoucULain FI a/a (Tishlari) 

I mj dcm’J think sue let you buy ihese 
What >™ get wlien you run out of din f 
Enchanted Tree m. the Desert 
Fighter's Plajra (MiroiO 
Fighter's Pli/a (Kiram) 

EOF Testing House I Bay I5J 
Kas<jr Gate Pln*j iKhflscen) 

FiMintain Plaza ftirsi you have 1o catch ill) 
Tomb oi lhli.s in the Forbidden City 
Hajem Girl's (Emir’s Diughtcrl House in 
Kascir 

Khaveen's House in Kiw.Hr 

Given to you by SltEnia Vihcn you leave 

Stupor 

SailtUs Lot I jus! outside Shaped gidc* after 


Slums (Enchanted Emir) 






Walk-Through 

Warning; Thiscuntains spedfie jnfojrmalion designed to gel a play er entirely 
Hi rough the game. This is not the fun way to play. Part of this game is like a 
mystery - you need to talk to people to find out what Is going an. This 
walkthrough takes you through just one of the shortesl paths to finishing 
"Trial by Fire". There are many other ways to play. To truly explore and 
enjoy l his game, play Ihe game first I preferably once each with all three 
character types), then read the sections room by room in Ihis Hint Hook to 
discover what you missed. 

Many of the puzzles in this game have several ways; to solve them, but Ihis 
walk-through will only explore one particular way fnr each character type to 
approach the problems. 
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Bags 4if 5,md 


Essence uf EilJlh Elemental 
Silver To Service 
Emerald Bow] 

Silver Dagger 
Omar's Leather Purse 

Kusty Nail 


kl dayl 

Grt a clcjlh bag and cdkcl some *4ind ill 
the desert 

StreeH of ShapciHftnu y^u have 10 kill ufi 
Stupeir brvaM'-in huttse 
Sluprit break-in house 
$ ha par break-in Irons* 

Fountain P!ll£ idrtipped Ihy Omar ahcr 
pOeiry reading) 

Rascir Prison cell lnnlv if you ctm’t have 

Sapp hr re Pm) 


FBRl, read your manuals and the beginning sections in this hint book or 
playing and designing the type of character you wish to play. Select 'Sian 
Mew Character” from the Scroll Sirten. assign a name and allocate your 
points. Press {ENTER] lo si an ihe game 

Katta’s Tail Inn. Set Arcade Level to "Easiest"*,, Type "Stand". Exit room 
through bottom of screen, Exit Gate Plaza through top of semen, Walk down 
the sired until you come to a crossroads Turn left. Continue walking along 
the street until you come K) next iniCTTCciion w nh Tank of Kailas. 7 um right. 
Proceed until you come to intersection with ' Kttal Daub". Turn right, Proceed 
until you utime lo intersection w iih "NaufitJU Dart)". Turn right. Proceed until 


you come lo intersection viih "Dinar Tank". Turn Right, Proceed until you 
come to intersection with '“Centime Tarik" Tum left. Proceed until you arrive 
at Money Changer's. 

Type Exchange Money". Exchange all of your Spielburg gold coins. Thief 
Character Ctaity: Make Thief Sign. 

Return back the way you came lo the Gate Plaza. Approach Ahchica’s stand. 
'Type "Buy Map". Type "Buy Comp&s* Save Game, 

Type use map' Place cursor on nghs side of Fighter's Plaza. Press |Entcr| 
or Click mouse. Approach Cloth Merchant stand. Type Buy Cloth Bag" 
Approach Leather Merchant stand. Type "Bargain for Waterskin" Exit 
bottom. Enter Guild Hall., Approach book. Type "Sign name". Type '“Ask 
uboul MonstersApproach Quest Ritard. Type Read Quest Board". Read 
through quests. Proceed through door on right and practice fighting with 
Uhura, 

Exit room off the hollom Type "Adt about Paladins' 10 the Lioniaur 
(I ion-man 3. 

Type' Use Mop". Select Katta's Tail Lin. Type "Sit". Type 'order food.". After 
Shetiu arrives, Type "eai". Type "Stand". Follow Shcma off left to Sleep 
Room. Select "until dawn"'. 


Kota's Tail Inn; Standard Morning Activ ities: Type "Sit" Type "eat". Type 
Stand'. Exit south. Save Game, 

Type "Use Map’. Select Guild Hath Practice combat with Uhum. tF'ighier 
should do this every rooming, i Exit bottom of sereen- 
Thiel Character only: Type Take challenge', Type give dinar" Type 
climb". Attempt this several times for practice. 

Type "Use Map" Select lower section of ''Fountain Plaza", Go through the 
door on the kb to enter A porheewy. Type "Bargain for Healing Pills". Repeat 
question. Type "Bargain for Poison Cure Pills" Bargain fur Vigor pills". 
Ex n. 

Thief Character Only: Type “Bargain tor oil ". Exit 

South Fountain Plaza:. Approach Fciumain, Type ’ Get WaterExit bottom of 
screen. North Fountain Plu/a: Approach Boom Merchant, Type 'Bargain for 
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Lamp ", Enter Magic Shop. 

Magic U?cr Character Only: Type ’'Ask About Spells.” 

Thief Character Only; Type Ask about Rope -- . 

Exit Type ‘Use Map 1 '. Select Gate Plaza. Exit off bottom. 

Saurus Stable; When All Fakir pauses. Type "Bargain for Saurus". 

After AM Fakir leaves. Type ’ Mount SuurUs'. bx.it room South, 

City Overlook. Save Game. Exit bottom of screen, R itk Saurus for five more 
screens (you will switch camera angles at one point, but you are still heading 
south). 

Whi I e traveling i n the Desert: I i you encouflter a monster, pa u se game. Read 
section on How io Fight ® Monster in this Him Book. Defeat Monster. Exit 
room. Re-enter room. Type '’Mount Saurus", 

Turn left and head, east for three more screens until you reach Oasis. Type 
Get Water’ Type Get Bcanl”. Type Go Home *. 

5 aura* stable; Type "Dismount sauras", F_xit to North. 

Gate Plaza: Enter Katta's Tail Inn. Type "sit ". After performance, Standard 
Evening Activities. Type "order food". Type "cat", Type stand" and enter 
sleep room. Sleep until dawn. 


Katin 's Tail Inn: Standard Meaning .Activities. Save Game, 

Gate Plaza: Fs,n tup. At first intersection, turn right unto Shark i Darb. Proceed 
umil you come to “Tank of Stars' Turn right. Proceed to Astrologer “s House. 
Type y°ur character’s name to Abu’s question. Type "Ask about Fortune". 
Type "Tell about self" . Esit to street. 

Use m ap to Fau main Plaza South. Give coin to beggar. Ex j; bottom of screen. 
Enter Magic Shop and Type 'Sell Whirl", 

Magic User Character; check inventory with the jTAB] key. Bargain for all 
spells you don’t have, if you have the money to ppy fur ihem. 

E vil lop. Proceed along Shmoli Tank until yoti come to intersection wiih Silt 
Farik. Turn left onto Silt Tank. Knock s>n Poor .Answer first question by 
typing your character's name. Answer with "Kcupon Luffin' Answer wiuh 
'“Air", Answer with "A/iia". 

Aziza’s 1 louse; Go over to steps and step down. Answer "Yes", Type 


"Farewell", 

Magic User Character: Return to 'ShrnaJi Tank* Head North fuse com¬ 
pass' | to ' Khalsa DarbTurn left. Type "Cast Detect Magic". Proceed until 
you come u> ' Kirdra Darb " and rum right, Proceed until you come to "Sahir 
Tarik'. Tum right. Type "Cast Detect Magic”. Type "Cast Open Enter WIT 
Answer with mime, Answer with "Wizard" Answer w ith "Erasmus", Enter 
into Pre-test room. Type "Cast delect magic". Type "Cast Fetch", Type 
' Trigger". I If you arc missing a spell, type a wrong spell and try again another 
time after you have in 

Re-enter WIT. Answer with "Yes". Enter Initiation test, When staff is whirl¬ 
ing. Type "Cast Fetch' (aim at staff). As staff approaches. Type "Cast 
Levitate". Use |Up Arrow] key to rise and maintain altitude above staff. 
When store wall appears, t ype "Cast Trigger" (aim at wall). After wall 
transforms. Type Cast dazzle". After climbing over waif Type "Cast Trig¬ 
ger" (aim at waiih 

When icc appears, Type "Cast Flame Dart 1 * (atm at icei. After water passes, 
Type ‘Casi Force Roh" (aim ar crack near center of icei. Repeat Force Bolts 
until ice splits off screen. 

When door appears. Type "Cast Open", Next. Type "Cast calm". Type "Cast 
Fetch" (arm at doorl Type "Cast Force Bolt" {aim at top of door). Use your 
bridge. 

WIT: Answer wsih "No". Congratulm iuiis. you are now a Wizard Initiate. Exit 
and hir [Control D| to find out time of day. Explore town until evening, 
Fighter Character Only: Use map to go out to S auras Stable, "Get Saums*' 
and go out into the dcs.cn to tight monsters. Use Healing and Vigor Pills as 
needed to restore Health Points and Stamina. Return if you run out of pills 
or night falls. 

Dunng the next few days, the Fighter needs to go out into the desert and 
defeat one of each of the following monsters in order of toughness: Jackal 
man. Brigand, Ghoul. Scorpion, and Terroraauius, Some of these moasters 
arc only out at night After monster is defeated, gel GhouFs Claws and 
Scorpion’s Tail to sell to the Apothecary. Explore the desert daily with your 
xuum* and try mu to get kilted, 

Thiel Character Only; Return to Kalla Tail Inn. Go into Sleep Room and vlftep 
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uniii evening. Type Sit . Fallow Evening Activities as described below, hut 
do (ten enter Sleep Room. Exit Inn instead. 

Gate Plaza: Enter Katin's Tail Irtn. Type "sit". After performance: Standard 
Evening Activities* Type "order food". Type ‘ear, Type "stand”. Ntm- 
Thieves; Enter sleep room. Sleep until dawn. 

Thiel Character Only; Use map to visit Money Changer. Follow her instruc¬ 
tions to she letter to find the Break-m House, Sneak over to the house (Type 
"Use Stealthand hit [Control ,DJ to determine tune of day. IT it is before 
"Middle of the Night wait a bit. If it ls after, then try this tomorrow night, 
If it is right on time. Save your gtune, 

Break-in HottSC Type ‘'Pick Lock" to gel mlo house. Type 'Use Stealth". 
Sneak over to the shelves. If you make 4 noise in this house, stop for j few 
seconds, Type "Gel Teapot". ' 

Sneak over to the wardrobe. Type "use oil on hinges". Type "open doors". 
Type ’Search Wardrobe '. Type (let Bowl' 1 . 

Sneak over to the large carpcL Type “took under carpet". After Hasan leaves, 
go hack over to rolled carpel. Type "open trapdoor". When you hear a noise 
outside. Type 'unroll carpet", Type "hide in Wardrobe'. After Ahmak leaves, 
sneak hack over to the large carpet. Type "Look under carpet". Type >kk 
lock on chest". When you hear a noise outside. Type "unroll carpet". Type 
hide lei Wardrobe Alter Jabir leaves, sneak hack over to the large caipei. 
Type "look under carpet' .. Type get dinars". Type "Search chestSneak out 
ol house. Return to K.uia Tail Inn's Sleep Room and sleep until dawn 


Follow Standard Morning Procedure in KaltaT Tail Inn, Save Game. Then, 
practice Fighting Skills with Uhura. licit Guild Hall, 

Thiel Character Only: Use Vigor pill after Fighting practice- Challenge the 
ChaJlenger several times. 

Use map to Astrologer's House. Type ask about fortune". Exit, 

Explore tow n and desert rest of day 

Fighter Character only; Visit Weapon Shop. Type "Ask about Arm Wres¬ 
tling". Type "Bet", Arm Wrestle -several times with Issur, 

Thief Character Only: Return to Money Changer's. Type Yes", Type "Ear- 


gam about howl". Type "Bargain about teapot". Type "Ask about safe", 

Then explore things until nightfall, follow standard Evening Procedure, but 
don’t go to Sleep room. Exit Inn, 

Evening: Follow standard Evening Procedure. 

Thief Character Only; Use map to get to Fighter's Plaza East. Go up to door 
ol Weapon Shop. Type "Pick Lock". Enter shop. Close door. Go over to anvil. 
Type "use oil on anvil". Type "push anvil", Type "open trapdoor". Type "pick 
lock" on strongbox. (11 you do not succeed, replace things back the way they 
were and try again tomorrow night after practicing your skills on some doors 
on the way over here.3 Return to Inn and sleep until daw n. 


Kalla's Tail Inn; Standard Morning Activities. Save Game. 

Gate Plaza; Avoid the Fire Elemental, Exit North, 

Use map to go to Aziza's, Knock on door. Enter and sit. down. Type "Yb", 
Type Ask about Elemental." lYpe H Ask about Fire Elemental", Type Ask 
about Container," Type "Ask about Contrary Element" Type ' Thanks". Type 

"Farewell", 

Use map m go to Apothecary. Type "Ask about Fire Elemental", Repeat 
Question. Type ".Ask about Flame", Type Bargain for incense," Exit. 
Approach Fountain- Type "Get water". Use map io go io Gale Pla&t- 
Gaie Plaza; Type "use incense". Head, to exit north. Continue north until you 
mn oul of incense. Type "Drop lamp'. Walk towards Elemental iind type "use 
w jterskiiT, Fire Elemental should jump into the lamp. (If timing was off and 
Elemental escapes, pick up your lamp, get some more incense and try again.! 
Type "get lamp'*. 

Explore town and desert rest of day. then follow Standard Evening Activities, 


Follow suodant procedures and exploration for rest of day. Save Game- Buy 
more Healing and Vigor Pills ns you need them. Refill your waterskins 
regularly. 

ThiefCharacter Only; Visit Weapon h hop during [he day, Type "buy daggers”. 
Fighter Character only: Visit Weapon Shtip. Type “Ask about Ami Wres¬ 
tling". Type Bet H . Ami Wresdc several times with lsstir h unless you win. 
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Follow Standard Morning Procedure and go to Guild Hall, Type 'Thank 
RalceesJV, Practice with Uhura. Exit Guild Hail. 

Use map toga lo Fountain Plaza South. Listen to Omar's poetry. Exit and do 
Mime more exploring. Return to Fountain Plaza. Type "Look at ground", Type 
"get purse". 

Follow Standard procedures and exploration for rest of day. 

Thid Character OnIy: Go to Magic Shop and Type Bargain for rope". 


Fallow Standard Morning Procedures. Save Game. Workout m Guild Hall. 
Thief Chancier Only Pfaclicc Tightrope skills tl you haven't crossed the 
rope yet. 

FighterCharacteronly: Vtsh Weapon Shop. Type "Bargain forswQid“. Type: 
Tell about Air Elemental". Type "Bet". Anti Wrestle several tunes with Issur 
unless you win. (if you don’t win (he beflows. try again tomorrow. If you run 
out of money. go monster hunting for fun and profit, ihen try again lomonow. i 
L'se map to visit Aziza. Follow usual procedure and type "Ask about Air 
Elemental", 

Use map lo visit Magic Shop. Type "Ask about Air Elemental", Type "Ask 
about Air," Type "Ask about Fooler’s Earth", 

Follow standard procedures and exploration for rest of day. 

Magic User and 'Ihref Characters Only: Do m>t go 10 bed after supper. Use 
map to go to Fighter's Plaza East. Type ‘sneak ’. Go over to Weapon Shop. 
Thief: Type "use rope' tor Magic User: Type "Cast Levitate’), Type "Get 
Bellows". Use map to return to K,-i!ia"s Tail Inn, 


Follow Standard Morning Procedures. Save Game. Wadt out at Guild Hall, 
Use map So go lo Plaza of the Palace. 

Fighter Character only: Go up to Air Elemental and try to forte your way into 
I he funnel Type 'drop earth". (Ti tikes a very high strength to do this. If you 
continue to fail, try the Thief approach, i 

Magic Character only: Go inio center of room. Type ’‘Cass Levitate". Use 
i now keys to rive above level of Ait Elemental. Wail until Elemental is hclow 


you. Type ’ l3rop earth" I If you ran out of spell points, go to the apothecary' 
and tody Mona Pi IK If you continue to mis*, try this again tomorrow when 
the Air Elemental will be trying lo get you.) 

Thief Character Only; Go into room. Type throw din" (aim at sop of funnel), 
i ll' you continue to miss, it might help to good I into the desert and do some 
large! practice with your diggers at rocks and monsters to increase your 
throw ing skill.) 

Once Elemental has been grounded. Type use bellows" to capture Air 
Elemental 

Follow standard procedures, and exploration for rest of day. 

Follow Standard Mormng Procedures, Save game. Work out at Guild Hall, 
Defeat Elemental if you haven’t already done so. 

Follow standard procedures and exploration for rest of day. 


Follow Standard Morning Procedures. Save Game. Work out at Guild! HalL 
Thief Character Only: Practice Tightrope skills if you haven't crossed the 
rope yeL 

Follow standard procedures and exploration for rest of day. Make a point of 
returning to the Katta's Tail Inn in the evening to hear Omar’s Speech and 
accept reward. Thank Omar. 


Follow Standard Morning Procedure*, Save Game Work out at Guild Hall. 
Talk to Rakeesh. Type ' Ask about Nature” 

Fighter Character only: Type "Ask about Sword". 

Use map to go to apothecary . Type ' Ask about Earth", and "Tell about Earth 
Elemental", 

Exit shop. Exit Bottom of the Fountain Plaza South. Exit Top of Fountain 
Plaza North. Hunt for Earth Elemental in the streets in the northern part of 
the city. 

Fighter Character only: Using Rakceshs Flaming Swtitd, you wait for the 
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Earth Elemental to approach and then fight it, Keep art eve cm your Vitality 
and Stamina. Run Away if necessity, lake some pill* to Heal, and resu me fight 
until Earth Elemental crumbles 

Magic User Character only: When Eanh Elemental Type Tam 

Marne Dan” umi al Fanh EkmcfilaU Continue in cast Flame Dari'- at the 
Earth Elemental. Run away if it gets, loo-close or you run out of Spell Rants, 
Take a Mana Pill artel resume Wasting at Earth Elemental until it crumbles. 
Thief Character Only: When Earth F.Lrmenial appears, Type "throw powder" 
(um at Earth Elemental t. 

After Earth Elemental crumbles,. Type ’get earth". 

Follow standard procedures and exploration for rest of day. 


Follow Standard Morning Procedures* Save Came. Work out at Guild Hall. 
Fighter Character only: Return Rakeesh's sword to Churn. Type "give 
sword'*. 

Use map to go to Fountain Plaza and approach fountain, type "get water" 
Then use map to go to Saurus Stable. Type "Gel Saurus" Go to Dervish at 
OiLsis (Five semens south of Shapeir Overlook and lum left) 

Oasis: Type "Ask about Puzzle". Type "Go home".. Front Saurus Stable-, go 
South to Shapeir Overlook, Head west for fisc semens and (hen head south 
until you ct*me to Caged Beast. 

Caged Beast: Type 'Dismount Saurus" Walk over near rage Type 'Give 
wiiicr '. Go Hack over to Saurus, Type "mount Saurus" Exit screen. Type "Go 
home". Dismount Saurus at stable and exit north into sown. Use map 10 go 
to Apothecary 

Apothctry: Type ' Ask about Dispel Potion 1 Repeal question. Type ' Ask 
about ingredients, type Ask about Fruit of Compassion". Ea.il shop. Ap* 
proach fountain, get water. Use map to go to Aziza s. 

Aziza: Follow' standard procedure in this room. Type Ask about plant'. Type 
"thanks '. Type ’Tarewell". Use map to return to Saurus Stable, Get Saurus” 
Exit south. 

■Shapeir Overlook: Head west until you enter room with Griffin’s Nest. Type 
'Dismount. 

Fighter Character only: Type "Look" Type "'Look at debris. Approach roeL 


Type move rock . 

Magic Use r Character only. Approach bottom of nest. Type Cast Levitate". 
Type "look in nesT. Type 'get feather". 

"Hi tel Character Only: Approach bottom ol nest. Type "use rope", t ype "Look 
tn nestType get feather 

After you have Feather. Type "Mount Saurus". Exit east (nght side of screen l 
Continue until you eonte to room with Riant Woman. 

Plant WomaiK Type "Dismount", Approach plant. Type "Give Water . Type 
"tell about sefcT Type give elemental earth’'. Type "idI about Earth Elemen¬ 
tal' Type "ijivebma Type Julamur", Once you have fruit, approach Saurus. 
Type "Mount Saurus'. Type "go bnine". 

S.iums Stable: Dismount Saurus. Exit north to city. Use map to go to Fountain 
Pta/u -md get wafer. Then use map to enter Katts \ Tail Inn. and follow 
standard Evening Procedure, 

Follow Standard Morning Procedures. Save Game. Work out at Guild Hall. 
L'se map to go to Apothecary 

Apothecary: Type "Give feather,' Repeal. Type "Gise Frail". Ex if shop. Go 
to Saurus Stable- "Get Saunas". Exit South. 

Shapeir Overtook: Head west fur five screens and then head south until you 
some to Caged Beast. Dismount Saurus and approach rage. Type 'give 
w ater and "give Food". Go around to backside of Beast Type get hair", 
Type 'Give Dispel Potion". After Al Scurvat disappears, remount Saurus, 
Follow standard procedures and exploration for rest of day. 

Follow Standard Morning Procedures Save Game Work out at Guild Hull. 
Use map to go to Fountain Plaza. 

Fountain Plaza; Approach Fountain cautiously to avoid getting caught by 
Water Elemental. Type "Drop Waterskin'. Type "use bellows'',. Type "get 
waterskin' 1 . 

Follow standard procedures and exploration for rest of day. 

Fighter Charaeieronly: When main fallx. use map to go to Fighter Plaza West. 














Way 16 
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Type “StandExit off screen left behind the bar to go to Sleep Room 


Exit nxim to Right (North i. Proceed along street until you come to truer sec¬ 
tion with "Ashen Darb , Turn left on to Askeri and proceed until you come 
to tine doCKT :ii the end of the street * u sc the street map vuppl ted w i th the game), 
Save Game. Enter door 

EOF Room: When lights come up. Type "escape". When Warrior approaches 
and you are free, use your Dodging Skid to dodge around him to gel to your 
equipment (6 Key on the Numeric Keyboard I. Save Game, Once \ auger your 
weapon, treat as standard combat until you or your opponent collapses, Ilf 
you are defeated, restore game arid try again. I 


Follow Standard Morning Procedures 5a\ c Game Woric out at Guild Hail. 
Rghter Character only: Type Practice with Rsikeesh'l 
Thief Oujncler Only I Exit arul try- out the Ttghiftipe Challenge if you haven't 
won yet. 

Use map la visit Awa’s. Afterwards, use map to visit Hara of the Palace, 
West. Approach Jewelry Stand. Type "thanks"’. 

Use map to visit Apothecary. Buy Healing and Vigor Pills. 

Follow stiindiird procedures and exploration for rest of day. Be sure to amve 
back at I he Kalla s Tail Inn by evening to hear Om.it' s poe try, Approach Onur 
after poetry reading. Type "return purse”. 


Caravan to Raseir. II you have a mouse, try some Shift-Clicks. 


Raseir Gate Fla/n: After your greeting by Khavccn. Save Game and enter 
Blue Parrot Inn. After Perron's. invitation, Type ’sit'". Answer Ferrari** 
Question with " Collce'. When Banender arrives. Type "Drink”. After you 
are dismissed, explore town but return here as night falls. 

Blue Parrot Inti, evening: After invitation f mm Ferrari, Type "s,if. After being 
introduced to Ucarte, say ‘ Pay Ugiirte", To Ugartc.Type 'Ask about service 1 ’. 
Type "Ask about Water". 

Thief ChwwScr Only: Alter information. Type "make thief sign". 


Exit Blue Parrot Inn, Save Game. Exit RaseirGate Plaza to North. Proceed 
along, street until you came la R.tseir Fountain Plaza North. Exit left side of 
ihe bottom of scram Observe UgurieV onest. Exit bottom of veroefl, Exit 
Rawir Fountain Plaza North at top of screen. Proceed along street until yevu 
are accosted by a woman. Follow the woman to the right. Enter open doorway. 
Harem Girl's House: When joked Type "give clothes", When asked. Type 
"gi ve Visa’. Wait for a second after she leaves, and exit. Type use compass"'. 
Head viiuth until you come to the Raseir Fountain Flora South Type "read 
sign". Bead back north and return to Che Blue Parrot hm as sunset approaches. 


Thief Character Only; When invited by Ferrari. Type ' sit". When asked. Type 
yes Save Game. Exit Blue Parrot Inn. Type "make thief sign". Type 
sneak ". Exit top of screen and proceed along street until you enter Fountain 
Plaza. Wait until guard exits room; Approach unbarred window and Type 

use rope”. 

Ruscir Break iri House: IVpc "sneak . When you make a noise, stop for h 
second before proceeding. Head over to display cabinet Type ‘oil hinges". 
TV ptr "pick lock". Type "get bird". Return qu icily to w mdow and exil, (If you 
get caught, restore game and try again.) Sneak back to Blue Parrot Inn. 

Blue Panrot Inn: Type "yes’". Type "give bird". Ciaio Sleep Room. 

Ga to Sleep Room, 


Exit Blue Parrot Inn. 

J.llI CcfF Approach Karla. Type ‘"Ask aboul Sharaf. Type "Show Pin". 
Fighter Character only; Approach gaie to cell Type 'Break down giuc". i If 
at first you don't succeed, try. try again,) 

Magic User Character Only: Type Cast Open" (aim at cell doork 
Thief Character ooly: Approach dnor to cell. Type "use pin' 

Exit cell. Go aver roequrpinem m right side of screen. T\ p* "get equipment". 
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Type “search room" Exit through secret p^ige Pmcccd along street until 
you meet Ad Avis. Follow him to the Forbidden City. 

Forbidden Cily Door: When asked, Type "Use tntiraC- Enter into Friffridklen 
City, 

Air Room: Type "use lamp"' Exil room to left. 

Water Room: Set Arcade Skill in menu bar lo lowest Save game. Approach 
Falls, When something comes falling down in ihe water. Type, 'jump''. When 
you approach the jutting oui Section al bottom of screen. Type "jump", (if 
you miss. rcMorv game and try again. 1 Approach left side of screen. Find 
place where air is being sucked. 

Fighter Chancier only: Type "use strength ’. Knock down rocks to block hol e. 
Magic User Character only: Type "Cast Force Skill" < Aim ai rocks over hale i 
Knock down nicks lo block hole 

Thief Character Only: Type look at rocks". Type use thieved tools". Knock 
down rocks to block hole. 

Approach steps at top of screen. Climb up and move oft screen right Pass 
through Air Room Emm left lo right into Fire Room, 

Fire Room: Type "use water" Save Game. Watch sequence of Fire Geyser^ 
Follow path from right roofT left, timing yourself to avoid geysers. 

Failh Room: To gel off ciiff: 

Fighter Character only: Approach edge of Cliff. Type jump". 

Magic User Character only: Approach edge of Cliff, Type "Cast Lev i late"'. 
Thief Character Chi Ey: A pproac h edge of Cl iff. E y pe "use rope". 

Approach door To answer. Type "Sulciman", Emil Through door. 

Treasure Room: Pass on (trough lo door on left and en.it room. 

Ms Room: After Ad Avis leaves, walk hack down path. Approach bottom 
right. Type "Look al glint". Type “gel nng", With D|inm. Type "Ask about 
wishes", Type 'wish for healing" 

Ftgsh ter Charnelter only r Type "Wish lor Sirenglh". 

Magic User Character only: Type "Wish for Magic . 

Thief Character Only: Type "Wish lor Agility' 1 , 

Type “Teleport", 


Ptajea of ihe Emir's Palace: 

Exit bottom of screen after Sharif leaves. 

Thief Character Only: T^pe "use stealth" before ending room., 

Palace of the Emir Gates: 

Fighter Character only: Quickly approach gate guards and fighi them Then 
Type "open pic". Repeat if necessary. 

Magic User Character only: Type 'Cast Dawtle". Type "Cast Open" (aim at 
Calc). Enter into Palace. 

Thief Character Only: Sneak along shadows to wall on left side of screen. 
Wail until Eunuch exits right, then Type ’use rape", Exit off left. 
Antechamber Fighters arid Magic Users only, 

Fjghicr Character only: Wail until guard leaves. Save gome. Type "jump". 
When Khavecn asks you lo yield. Type "get sword'. When Khaveen loses 
sword. Type "get sword", After Kttttveen is defeated. Tv pe "take healing pill". 
On up lo door on righl. Type "Force Door" Enter Ritual Chamber. 

Magic User Character only: Wan until guard leaves. Save game, Type "Cast 
Ualin". After Khavecn leaves. Type "Cast Levitate". Type "Cast Reversal", 
Type ‘Cast Open (aim at door I Enter Ritual Chamber. 

Ritual Chamber: Fighters and Magic Users only. 

Fighter Character only: Tv pc ‘"escape". Approach unlit candle and knock i( 
over. Tv pe "run". Head left, Now head directly at Ad Avis. Head through Fire 
at Ad Avis, Watch Cartoon. 

Magic User Character only: Type "Cast Trigger" (aim at statue). Type "Casi 
I etch" (aim at unlit candle). After Ad Avis throws spell, move to center 
*" mom of screen. Type “Cast Force Bolt" (aim al left wall near door tobounce 
Bolt ofl and hit brazier). Watch Cartoon. 

Harem: Thief Character Only: Watch ihc show and relax fora bit. When you 
-i re told to go rand have input), move your character to the exit at the left side 
ofibe screen. 

Eunuch Room: Thief Character Only: Be sure lo “sneak . Sneak below the 
fountain. Wait until the sitting Eunuch walks over lo talk lo the harem girl, 
then -neat over to the table. Wail until the guard walk.', ail the way offscreen 
lo the right, i hen sneak directly to the balcony exit i. upper left corner of screen i 
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Bits About Ryles 

Well, we got a little carried away this lime, Personally, I have a lot of fun looking 
at the statistics after finishing a game (believe me, it's, a LOT easier than writing 
the game in the first place!) Here's some of what went into Quest far Gfor\ i It. 
Trial By Fire, along with comparative figures from Quest for Glory I: So You Hi™/ 
To Be A Hem, 


The team consisted of up to eight programmers at a lime (.versus four on Quest for 
Glory I), ten artists {versus four), two musicians i up from one), and two designers 
{well, call that 1.75, up from 1.25 last game grin). The game took jiusi over a year 
{just as w ith game I .only it seemed like ai LEAST twice as much work with twice 
the people on the team! ) Between us, we managed to create: 

Quest for Glory II Quest for Glory I 

604,000 characters of text (75.(XH) characters 


135,000 lines of source code 111,000 lines 
(that’s 2,940,000 characters vs, E,980,000 characters) 


607,000 bytes of pictures 535.000 bytes 
2,835,000 bytes of animation 1,560.000 bytes 
630,000bytes of swndVmusic 314.000 bytes 

i We added digitally-sampled sounds far the Soundblastcr, PS/1 and Tandy Tl.i 

Major thanks arc due to LarT> Scott, who created a new version of the SCI 
interpreter w hieh removed manv of our space restrictions from individual ''rooms'. 
Th is game would probably not have been possible (or at least would have been 
far more painful to create) without his improvements! 

W'e would also like to take this opportunity to point out how crucially important 
every 1 member of our team was to this project. While the game design comes from 
Lori and me. the Quest far Glory games "work" precisely because everyone on 
the team contributes ideas and works their tails off to make every aspect of the 
game - design, an, music, and programming - work in harmony. Each of us has 
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Balcony: Thief Character Only: "Use rope” lo create a tightrope aams 
gap Use the techniques, you learned m the tightrope challenge 10 cross 
rope. Save Lhe game. On [lie far ledge, throw a dagger ai itie rueaieM u 
candle to knock it over. Type 'Duck' 1 ’ when Ad Avis cists a spelt at you. 
Quickly move behind ihe ne j,[ pillar inear Ad Avis] Keep throwing daggers 
lit rocks iU Ad Avis tdticking behind ihe pillar when he casts spell* ai you) 
until he falls. \S.nch Cartoon. 


ff 














literally given up a year of cmr lives (must of us at a 60-ltour-a-w'cck or more pace) 
io bring you this game. 

* Corey Cole 


About the Designers 

Lori Ann Cote has been playing games for as long as she can remember. Actively 
involved in fantasy role-playing games since being introduced 10 them at ihe 
Phoenix World Science Fiction Convention m 1978. co-publisher with Corey of 
a fanzine devoted io ihe subject, and Fantasy Gaming coordinator m various 
Science Fiction Conventions, Lori has since found a way to share her love of games 
by crtaling computer games from her fantasies. She and Coney are currently 
designing the four game Quest for Glory series for Sierra On-Line, She is the 
script writer and director for the projects. She also writes the manuals and ihe hint 
books. 

Cotcy has been a professional programmer for nearly 15 years, and a role-playing 
game addict almost as long, lie wrote the Tower of Indomitable Circumstance 
role-playing game module for Judges Guild, and founded the Mensa Fantasy 
Ciarmng Special Interest Group. After years of trying to "hreak in” to the computer 
game industry, Corey became a programmer/game designer for Sierra On-Line 
three years ago. He helped his wife Lori develop Quest For Gloryi: So You Want 
To Be A Hero, and Qur.u For Glory 2: Trial By Fire. Corey is the technical designer 
and programming director for ihe games. 

Together, Corey and Lori live with their son, Michael, three cats and a large hairy 
dog on a ranch in Ahwahnee. California, where they raise oak trees, deer, tjuail, 
jackrahbits, and the occasional fox. 
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over the red patterned areas in your hint 
book to reveal the HIDDEN clues. 
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